The purpose of this study is to investigate the effect of using computer games on the lower basic stage student's achievement in learning English at Al-SALT Schools.
Introduction
Many people consider games just as a means of entertainment and not as part of the educational software. Despite the controversy over games effectiveness in the teaching and learning process, instructional games are believed to be useful for reinforcing and assessing learning (Williams, 1985) . Lewis (1999) says that the use of instructional games in teaching English as a foreign language in classroom is beneficial because students often learn in an unconscious and stress-free atmosphere. Lewis argues that games add variation to a lesson and increase motivation by providing a great incentive to use the target language.
Researchers have explored the potential of computer games in promoting learning and some have found positive effects of computer games on learning. Computer games can provide repeated and effective practice that learners need to build automaticity of their language skills in the target language (Stephenson & Rumley, 2005) . In addition, computer games allow for a great deal of learner control, freedom and flexibility that learners usually enjoy.Games promote interest and motivation in learners as they are fun and engaging (Hansson, 2005) .Computer games also often provide instant feedback that lets learners know immediately if they have given the wrong answer, which is necessary in the language acquisition process (Gass, 1997) . Learners can play the game again to correct their errors (Richard-Amato, 1988 ).
Moreover, instructional games are used to achieve social objectives, improve the students' self concept, develop their verbal ability, and help them express their feelings and excitement to the learning task (Cratty; 1969; Williams, 1985) . Instructional games are believed to be one of the techniques that increase activity and makes learning a pleasant experience, joy, fun and humor (Rieber 1996) . Gardner (1998) pointed out that instructional games play an essential role in the teaching process. They provide students with a secure environment while participating in the language skills task. Games equip teachers with the needed means to overcome the obstacles encountered during the teaching process. While adapting instructions games, the teacher pays special attention to individual differences among students. Amory and Adams (1999) pointed out that the development of learning tools based on the computer games could provide educators with a suspensor mechanism to persuade learners in virtual environments where knowledge is acquired through intrinsic motivation.
Language is acquired through practice. It is very important for the teachers to look for a communicative situation which "brings a foreign language to life in the classroom. Games can link language with action (Lee, 1987) .
Using instructional games requires teachers to plan in advance for what they have to do and provide students with the necessary materials. Kim (1995) argues that using educational games makes the learning process an enjoyable activity for students and outlines a set of prerequisite conditions while using the educational games in language classroom activities:
The goals of the games should be pre-planned.
The games should suit students' ages and their mental abilities.
The games should motivate students to think, notice, observe and compare.
The games should be carried out in classroom.
According to Betz (1995) , computer games tend to have three characteristics that make them of interest to educators: 1) They are attention grabbing and holding for many people.
2) They can be designed to provide types of interactivity and motivation.
3) They provoke interactivity and motivation among students and facilitate interaction between large numbers of people playing the game.
The teaching computergames are methodological way in thinking and organized way in working handling all the factors included in the teaching process, due to the importance of developing the methods of teaching the English and paying attention to it as part of means of executing the curriculum and achieving its goals by carrying its different content and activities and moving from method of teaching the English from the conventional method to modern concept, the idea of applying the method of modern and diversity teaching method, such as computer games method and strategy. The problem of the study can be formed as follows:
What is the impact of using the strategy of the computergames in the achievement in the English subject?
Statement of the Problem and Questions
This study is an attempt to find whether using computer games and the individual, pair and group technique could be useful for learning English. After searching the Internet, libraries of the universities and specialized journals, it seems no study to date has studied the individuals, pairs or groups technique for using computer games in language teaching and learning.This study attempts to answer the following questions:
Are there any significant statistical differences (P. ≤ .05) on the lower basic stage students' achievement in English attributed to learning by computer games or the traditional method?
Are there any significant statistical differences (P. ≤ .05) on the students' achievement attributed to the technique of teaching (individuals, pairs and groups)?
Are there any significant statistical differences (P. ≤ .05) on the student's achievement attributed to the interaction between the activity type and the technique of teaching (groups, pairs and individuals)?
This study attempts to improve the quality of English language teaching by focusing on computer games and the appropriate technique (individual, pair and group) of teaching. Therefore, it is important because it may help teachers and curricula designers to choose the best method and technique of teaching English language. In addition, it provides teachers with computerized games which may help them in teaching English. At the same time, this study is an attempt to motivate teachers and curricula designers to integrate games in English curricula. As a result, students' performance in English may improve.
Definition of Terms
The following terms have the designated meanings wherever they are used in this study:
Traditional method of teaching: It refers to teaching without the aid of computers which is often used in classrooms (using blackboard and chalk).
Activity type: It includes the following activities which are related to the third grade English
Technique: A particular way of teaching students. In this study, it is the way of teaching through groups, pairs and individuals. Games: In the context of the current study, they are entertainment activities. Games are instructional tools to help students acquire English language.
Review of Related Literature
Studies about using computer games in teaching a language Atiyat (1992) investigated the effect of computer instructional games upon tenth grade students' mastering of English vocabulary. The sample of the study consisted of 123 tenth grade students. The results of the study indicated that there was a significant difference in the achievement of learning English vocabulary between the experimental and control groups in favor of the experimental group. Alfaqih (1995) : investigated the effectiveness of using computer games as opposed to the traditional method in teaching Jordanian EFL seventh graders. The results showed that there were statistically significant differences due to utilizing computer games. However, there were no significant differences attributed to the interaction between method of instruction and sex.
Al abbadi (2005): carried out a study to investigate the effect of computer games as an instructional tool on third grade students' acquisition of higher order thinking skills. The result of the study revealed significant differences among students in the experimental group, indicating a significant effect of computers games on acquiring higher order thinking skills.
Shdaifat (2006) investigated the effect of using computerized instructional games on EFL second grade pupils learning of vocabulary. The result revealed that the use of computerized instructional games motivate students towards learning and a relaxed atmosphere in classroom.
Sorenson (2009): argued that the general potential of computer games for teaching and learning is becoming widely recognized. In particular, within the application contexts of primary and lower secondary education, the relevance and value of computer games seemed more accepted, and the possibility and willingness to incorporate computer games as a possible resource at the level of other educational resources seemed more frequent. The study adopted an explorative research design approach and investigated and analyzed the learning and social effects that appeared in the classroom as a result of using computer games approach. The findings suggested that the incorporation of learning games at the high school level had much uncovered potential to offer processes of teaching and learning.
Peterson (2010): examined the psycholinguistic and sociocultural constructs proposed as a basis for the use of games and simulation in computer -assisted learning. The author reviewed key finding from influential studies.
The authors' analysis revealed that, although these studies are subject to limitation, simulations and games present valuable opportunities for language effective language learning. The contemporary literature on theories hypothesizes the simulation and games are beneficial methods for helping learners acquire another language.
All the studies reviewed above showed that teaching using computer games plays a major role in language learning. The present study is similar to the reviewed studies in the general aim which is the effect of computer games on the learning English. To my best knowledge, it seems no study has addressed the issue of the best technique of teaching computer games (groups, pairs and individuals), a gap to be bridged in this study.
Methodology and Procedures
The population of this study consisted of all lower basic stage male and female students at Al-salt Directorate of Education.
The sample of the study consisted of 88 third grade male and female students in the second semester 2011-2012 at Al-SALT School.
This study has the following variables:
The independent variables are:
The treatment technique (teaching activities in groups, pairs and individuals).
The method of teaching (traditional method and computer games).
The dependent variable is the students' achievement in English (i.e. students' scores in the post test).
The Instruments of the Study
To achieve the purpose of the study, the researcher used the following instruments: an achievement test and computer games. The Achievement test
The researcher developed an achievement test (see appendix A) to measure students' achievement before and after participating in the study. The achievement test consisted of three questions. The first question was gap filling. The second was crossword. The third was a matching exercise. Each question had three alternatives and the total score for achievement test was 45.
Using Action Pack 3 textbook and after analyzing the syllabus content, the researcher modified the text to cover all the domains on this study. Accordingly, the achievement test was developed to the content and objectives of lessons based on five units of the third grade textbook, Action Pack 3.
The Computer games
The second instrument was computer games. A computer program was designed by the researcher. The content of these games was taken from Action Pack 3. The data were changed into computer games by using Flash software. The researcher used this kind of software because it has the ability to process items individually in a graphical way (drag and drop, for example) and also to take various processing by discussion and addition. It gives the learners a direct feedback which gives them considerable felicity. On the other hand, Flash software allows the learner to create dragged objects and place a dynamic text on the object. Students can also change the content of the exercise easily. At the same time, the screen consists of a table of content button (next and back) so that a student can repeat the game easily or the student can quit an exercise and practice another one.
The computer games program consists of the following: the home page presents an opening screen including the title of the program, the class and the researcher's name. The second screen includes a table of content buttons (next and back) and the teacher's overview, which is a teacher's guide that may be used before each game. If the student wants to quit an exercise and practice another one, he\she can click on the main button to go back to the 
Validity of the Test
The test was given to three TEFL professors, two English language supervisors and six language teachers who teach Action Pack 3 to evaluate it and suggest changes. The test was modified according to their remarks. For example, more instructions were given to the students to help them carry out the tasks successfully.
Reliability of the test
The researcher used the test retest technique to determine the reliability of the test. The test was administrated twice to twenty students with a two week period between the test and the retest. The twenty students were not included in the sample. The reliability Coefficient of the test was calculated. It was 0.84 which is statistically acceptable for the purpose of the study.
Reliability and Validity of the Computer Games Program
The computer program was given to a group of language specialists and a group of instructional technology specialists at Al al-Bayt University and Yarmok University. They were asked to give their opinions about the fitness and appropriateness of the program items for the third grade students. They were also asked to give their opinions about the consistency of the items to Action Pack 3.
Based on the opinions of the specialists, additional instructions were added to some games and additional page was added to introduce the objectives of the program.
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Statistical analysis
The analysis of covariance (ANCOVA) was used to account for the differences that may arise as a result of the treatment of the study. The ANCOVA was also used to compare the adjusted post means of the students' scores with their mean scores in the pre test, taking into account the difference between the students' achievement on the pre test.
Findings
The findings of this study revealed that the scores of the two groups were almost equivalent in the pre test before applying the experiment. There was no statistically significant difference between the mean scores of the two groups as shown in Table 1 . Table 1 shows that the mean scores for both the experimental and the control groups were equivalent.
As for the post test, the means and the standard deviations of the two groups were calculated. The mean scores of the experimental and the control groups were 34.35 and 25.63 respectively (see Table 2 . It is obvious that the mean scores of the experimental group in the post test were higher than those of the control group. The differences could be attributed to the treatment. The mean scores of the groups and the standard deviation were calculated. The differences in the mean scores of the two groups show that the treatment has influenced the students' performance, the significant differences between the two groups nmwere .003. A look at Table 3 below indicates that there was a significant difference between students who were put in a situation individually, pairs and groups. The mean scores of the students who were seated individually were 40.44 but the mean scores of the students who were in a situation pairs were 34.13 while that of the student who were in a seated of groups were 28.50. The results were in favor of the students who were seated individually. Table 3 presents mean scores for the experimental group (pairs, individuals and groups) on their performance for every activity type (matching, crossword and filling gaps).
A look at Table 3 shows that there was a difference between students' achievement in each activity type. The mean scores of students who were treated individually were 12.81 in the filling gaps, 12.88 in the crossword, and 14.75 in the matching activities. The mean scores of students who were treated in pairs was 10.75 in filling gaps, 11.38 in crosswords and 12.00 in matching activities, whereas the mean scores of students who were treated in groups was 8.13 in filling gaps, 9.63 in crosswords and 10.75 in matching. This means that there was a significant difference between the three activity types. Students' performance was better in matching activity, crosswords and filling gaps respectively. The mean scores of matching activities were 12.50 the mean scores of filling gaps was 10.56 whereas that of crosswords was 11.29 in favor of the matching activities. To find whether these results were significant for which technique, the Post Hoc Analysis was used. Table 5 shows that there were significant findings between the individual and the paired technique between the individual and the group technique, and between group and paired technique, in favor of the individual technique. This means that students' performance in individual technique was better than pair technique and students' performance in individual technique was better than the group technique. However, there were no significant differences in students' performance between group and pair technique.
To find whether findings about activity type were significant, Post Hoc Analysis was used. It was found that there were significant findings between filling gaps and matching, and also between crosswords and matching. However, there were no significant finding between filling gaps and crosswords. Students' performance was better in matching activity than filling gap and crossword. However, students' performance in filling gap and crossword was approximately the same; see Table 5 . 
Discussion of the Results of the Firstquestion
The first question tests if there are any significant statistical differences on students achievement in English attributed to learning by computer games and learning traditionally. The results revealed that computer games were useful means for students learning of English.
The pre test showed that there was no statistically significant difference between the achievement of the experimental and control groups, indicating that the two groups were equivalent before conducting the study. The means were 18.85 for the experimental group and 16.48for the control group.
Comparing the achievement of the experimental group and that of the control group in the post test, results indicated that there was a statically significant difference between the two groups. The means were 34.35 for the experimental group and 25.63 for the control group in favor of experimental group. These differences in the students' achievement in English were attributed to the method of instruction used in the study and in favor of the experimental group.
In the researcher's point of view, using computer games gives students more opportunities to practice the four skills (listening, speaking, reading and writing). At the same time students felt very happy while working on computers; they were smiling, laughing and clapping. They were highly motivated.
Moreover, every student took his/her chance in practicing the games. The slow learners took their time to play and answer, while the fast students worked fast. At the same time, students felt more confident; they did not hesitate while answering the questions.
Giving students the chance to be involved in the games is a very important issue. It facilitates learning and gives students the desire and motivation to learn more and at the same time, it helps students' retention. There is a Chinese proverb saying that "tell me and I will forget, teach me and I will remember, involve me and I will learn" Vilmi (2001) .
These results are consistent with the results reported by Al Faqih (1995) who found that there are a statistically differences utilizing computer games. Al Madi (2002) also supports these findings as she says that using computer assisted English language instruction has effect on the experimental group pupils' vocabulary achievement. Jaradat (2009) also agrees with these findings and he said that there are significant differences in mean scores between the experimental and instructional method used.
Discussion of the Results of the Second Question
This question investigates if there are any significant statistical differences in the students' achievement attributed to the technique of teaching (individual, pairs and groups). One-way ANCOVA showed that there were statistically significant differences between the three groups (pairs-individual and groups). Comparing the achievement of the three groups, the results showed that the mean scores of the individual group was 40.44 and that of pairs was 34.13 and the mean scores of the group was 28.50, which indicates that the results were in favor of the individuals technique.
Since the result of individual learning technique was higher than pairs or groups and it was found more effective, the researcher thinks that students in the individual learning technique took the chance to concentrate on material and practice it in a good environment; this means that depending on students individual learning technique can improve students learning of English. Probably, this may be attributed to the fact that some students like the atmosphere of games, and each wants to enjoy more. This is against the results reported by Yiping Lou (2001) that small group learning with technology had significantly more positive effects than individual learning on students' achievement. Moreover, this is against the results reported by David (1998) about the effects of individual and cooperative computer-assisted instruction on students' performance and attitudes. The results of their study indicated that students who worked cooperatively significantly outperformed those who worked individually.
Discussion of the Results of the Third Question
This question investigates if there are any statistical differences in the students' achievement on English attributed to the interaction between the activity type and the technique of teaching (groups, pairs and individuals).
Post Hoc analysis showed that there was no significant statistical difference related to the interaction between the activity type, and the technique of teaching. Moreover, the results showed that there were significant differences in the student's achievement attributed to the activity types. It was found that students' performance was better in www.ccsenet.org/ies
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Comparing students' achievement in technique (pairs, individuals and groups) and the three activity types, the results showed that student got higher achievement in matching activity, then in crosswords and the lower achievement was in the filling gaps activities. This means that students found matching activity easier than filling gap and crossword.
The researcher believes that learning by games is a functional aid with which a learner can acquire a foreign language easily, so it is important to plan for making the computer games. It is important to choose a suitable activity for students in order to improve students' learning of English.
The findings of this study could also be attributed to the time (6weeks) which the students were trained through computer games. Besides, students were very happy because they were engaged in learning.
Recommendations
In the light of the findings of this study, the following recommendations are directed to the Ministry of Education, teachers, instructors and researchers:
1) Teachers of English should use computer games in the teaching process.
2) The Ministry of Education can activate the role of computer games and adapt them in its curricula.
3) Similar studies for other classes and bigger samples can be conducted in order to make the results widely applicable.
4) Schools should be provided with computers so that students could have the chance to learn individually. 
